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Roleplay-based Cardgame



The Mavens of Mindset is an Erasmus+ KA2 project  
(Project Number: 2024-1-HU01-KA210-YOU-000256881) 
developed by a partnership of three organisations from 
Hungary, Portugal, and Spain: The World is Better with 
You Foundation, Weople “From People to People,” and 
Association for the Development of the Carabanchel Alto 
Community Plan.

In the Mavens of Mindset project, Spanish, Portuguese 
and Hungarian professionals dealing with youthwork, 
game development, positive psychology and behaviour 
science came together to create a card game for the 
young generations. Our mission is to empower youth to 
flourish, realise their inner call and potential, and spread 
good vibes leading to a sustainable future. 
The Mavens of Mindset is a card game created to spark 
reflection, connection, and well-being through play, 
creativity, and shared experiences.
Prepare yourself for this introspective roleplay game.

Roleplay-based Cardgame

3



4 5

WHAT ARE THE GOALS AND 
THE PURPOSE OF THE GAME? 
The main purpose of the Mavens of 
Mindset game is to strengthen well-
being skills and inspire a playful 
exploration of diverse solutions to 

common challenges shared by teenagers and young adults. 
Together with a Game Master – facilitator, youth worker, 
educator – participants will explore self-development and 
well-being skills through creative thinking, improvisation 
and peer reflection.

WHO IS THIS GAME FOR?
Anyone and everyone, but especially young people 
(teenagers and young adults, ages 13–25)

DOES IT REQUIRE AN EXTERNAL FACILITATOR 
OR GAME MASTER?
Some versions of the gameplay ideally involve facilitators, 
youth workers or mental health professionals, while some 
versions may enable young people to play independently 
among themselves.

WHAT IS THIS BOOKLET FOR?
This Booklet includes guidance for the tools, versions for 
bigger and smaller groups, basic and advanced levels.

THE MAVENS OF MINDSET 

Welcome to 
The Mavens of Mindset!

This game invites you to step into real 
life situations that many young people 
face today – moments of choice, 
uncertainty, conflict, growth, and connection. There are 
no perfect answers here. What matters is how you think, 
feel, respond, and learn along the way. 
You are invited to play, reflect, improvise, and experiment 
with different perspectives. Sometimes you’ll act quickly, 
sometimes you’ll pause and think. Sometimes things will 
go as expected – and sometimes they won’t. That’s all part 
of this game. One thing we can promise, you’ll walk away 
with experiences that matter, a stronger sense of yourself, 
a broader vision about the world, and more confidence to 
take on whatever comes next.

Entering the Game World

In the Mavens of Mindset, you explore everyday challenges 
through short scenarios and role-play. Each scenario 
opens a small “world” where characters face dilemmas 
similar to those you might encounter in your own life. 
You’ll try out different ways of responding, supported by 
cards that introduce new perspectives, actions, emotions, 
and unexpected twists.
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This is a safe space to experiment:
•	 You can try ideas without real-life consequences.
•	 You can change your mind.
•	 You can learn from mistakes.
•	 You can learn from each other.
•	 You can step into new roles.
•	 There is no winning or losing – the goal is insight, 

awareness, and growth.

What you will practice while playing

Through the game, you will strengthen skills that support 
both personal well-being, assertiveness and healthy 
relationships, including:

•	 understanding your own reactions, needs, and values
•	 exploring constructive ways to handle challenges
•	 developing flexible thinking and a growth-mindset
•	 peaceful communication and conflict management
•	 cooperating with others and learning from different 

viewpoints
•	 making choices that support long-term well-being – 

for yourself and for others

A facilitator may support the process, especially in more 
sensitive scenarios, but your voice, experience, and 
reflections are central to the game.

Contents of the Game

The game includes the following components:
1.	Scenario Cards (52 situations on 26 two-sided cards)
2.	Superpower Cards (24 superpowers)
3.	Emotimeter (4 cards to support reflection on the 

personal relevance of scenarios)
4.	Explorer Cards (3 playful approaches to deal with 

scenarios: Expert, Cheerleader, Magician)
a) The Expert – Has real-life experience and wisdom 
to share. Offers insight based on personal experience 
or knowledge related to the topic.
b) The Cheerleader – Radiates encouragement and 
emotional support. Supports “A” or “B” emotionally, 
helps to find a silver lining.
c) The Magician – Can turn the issue into a metaphor 
or story to spark insight and imagination. Has a 
magical idea. Provides an imaginative or surprising 
perspective, often through storytelling or metaphor. 
The Magician can „teleport” the players across time, 
space, or dimension to reveal new viewpoints or 
transform the world into a different (desired) place.

5.	Emotion Escalator (1 card to help identify feelings)
6.	Visionary Cards (2 cards to support flexible thinking 

about possible outcomes)
7.	Interaction Card (1 card to support in-scenario 

interactions during role-play)
8.	Fortune Card (1 card introducing unexpected twists 

during role-play)
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Guidance for the content of the cards

1. Scenario Cards

Each card presents a short, real 
life-based scenario involving two 
characters and a common challenge 
faced by young people today. The 
scenarios are drawn from interviews 
with young people and serve as 
starti ng points for role-play and guided 
discussion. Through these acti viti es, 

parti cipants can explore diff erent atti  tudes, choices, and 
ways of responding to the same situati on.

Each scenario card includes the following tags:
• Sensiti vity Level: Indicates the emoti onal sensiti vity 

of the scenario and the recommended level of adult 
support:

1 – Low sensiti vity: (Young) parti cipants 
can explore the scenario independently, 
without additi onal emoti onal support.
2 – Medium sensiti vity: Facilitator 
presence is recommended to support 
emoti onal refl ecti on and discussion.
3 – High sensiti vity: The scenario should 
be explored with the acti ve support of a 
facilitator who is competent in mental 
health support.

• Age Relevance: Indicates the intended age group:

 young teen     older teen       young adult

• Social Context: Highlights the key social issue, 
challenge, or life situati on refl ected in the scenario.

• Behaviour Tips: Provides practi cal, well-being –
focused suggesti ons for healthy and constructi ve 
ways of responding to the situati on.

• Well-being skill: Each scenario is linked to one of the 
following skill categories related to individual and 
collecti ve well-being:
Self-care: Intenti onal practi ces that support physical 
health, emoti onal balance, mental resilience, and 
long-term fl ourishing (e.g. healthy routi nes related to 
sleep, nutriti on, and movement).
Caring for Others: Prosocial behaviours and everyday  
acti ons such as helping, sharing, and volunteering, 
which support others and foster positi ve emoti ons 
and social connecti on.
Growth Mindset: The core belief that abiliti es and 
talents can be developed through eff ort and learning, 
and that challenges and mistakes are opportuniti es 
for growth rather than signs of failure.
Powerful Partners: Supporti ve, trustf ul relati onships 
in which people empower one another to grow, make 
authenti c decisions, and face challenges together 
through trust, shared goals, and mutual support.

“A” fails the math test and immediately 
thinks, “That’s it, I am just not good 
at math.” “B”, who used to struggle 
too with performance-related stress, 
wants to help “A” to tune to a more 
positive mindset, but isn’t sure what 
to say. 

CAN I DO IT?

Growth mindset is a belief that abilities 
and results can be developed through 
effort, learning, and perseverance. 
Embracing it will help you build 
confidence, trust in your ability 
to improve, and bounce back from 
adversities.

Growth Mindset

Social Context:
Feer of failure—Performance pressure

Behaviour Tips
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Sustainable Well-being: Everyday choices and habits 
that support long-term mental and emoti onal health 
while balancing personal needs with care for others 
and the wider world.

2. Emotimeter

The Emoti meter helps you check in 
with yourself before the role-play 
starts. It lets you noti ce how close 
or distant the situati on feels to your 
own life right now. By choosing your 
emoti onal “temperature,” you can 
refl ect on whether the topic feels 
familiar, uncomfortable, far away, or 

especially intense for you. There’s no right answer – it’s 
about being honest with yourself.

3. Explorer Cards

Explorer Cards invite you to look at the same situati on 
from diff erent perspecti ves. Each card gives you a playful 
role – Expert, Cheerleader, or Magician – that changes 
how you approach the scenario. These roles help you 
step out of your usual way of thinking and explore new, 
empowering perspecti ves-switch during the role-play. 

• E. g. An Expert could point out learning and self 
development possibiliti es from a similar experience; 
a Cheerleader would have ideas on how to off er 
emoti onal support to the characters; a Magician 
would off er an out-of-the-box perspecti ve, changing 
a surprising contextual element of the scenario.

4. Visionary Cards 

Visionary Cards help you break out of “stuck mindset”. 
They invite you to imagine diff erent ways the situati on 
could unfold – from realisti c to surprising. By exploring 
best-case, worst-case, and unexpected outcomes, you 
practi ce fl exible thinking and discover new possibiliti es 
you might not have seen at fi rst.

EMOTIMETER
Choose your emotional 

temperature related to the topic!

It has no personal 
relevance for me.

I know it, but it’s not 
a problem for me.

It’s a real and uncomfortable
issue for me right now.

It’s currently causing serious
tension in my life.

Visionary Card

Most likely 
scenario 
Realistic approach

Least likely 
scenario 

Surprising approach

Visionary Card

Best possible 
outcome

Worst possible 
outcome

ExpertCheerleaderMagician
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5. Emotion Escalator

The Emoti on Escalator helps 
you name what’s really going 
on emoti onally in a scene – for 
the characters and for yourself. 
By identi fying emoti ons more 
clearly, you can respond in a 

more authenti c way, deepen the role-play, and bett er 
understand what’s driving certain reacti ons.

6. Superpower cards - Use your strengths. 
Change the game.

Superpower Cards help you bring your personal strengths 
into the game. Each card represents a real life ability you 
already have – or can grow – and shows you how to use 
it in challenging situati ons. There’s no “best” superpower. 

Diff erent moments call for diff erent strengths.
Superpower Cards are based on real human strengths 
shortlisted by scienti sts, that support understanding 
yourself and others, handling challenges more 
constructi vely, thinking fl exibly instead of getti  ng stuck, 
and building stronger, more supporti ve relati onships. 
By trying out diff erent superpowers, you learn how you 
work, what helps you in tough moments, and how to use 
your strengths in new ways.
Each card has fi ve parts. Together, they help you 
understand, acti vate, and use a strength during play.

• Superpower name: A short, memorable name for 
a strength based on the VIA character insti tute’s 
categorisati on – like Social Intelligence or Courage. 
Think of it as a label for a skill you can switch on.

• What it means: A short explanati on of the strength. 
This helps you recognise how it shows up in real life – 
not just in the game.

• Acti vati on cue: A quick prompt that invites you to use 
the strength. It’s your key to try this superpower in 
the situati on you’re playing.

• Power-up eff ect: What changes when you use this 
strength? This part shows what the superpower can 
unlock – new perspecti ves, deeper understanding, or 
bett er connecti on with others.

• Role-play instructi on: A concrete task to guide your 
role-play. It helps you focus your att enti on and apply 
the strength in acti on, not just in theory.
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CURIOSITY

[Interest, seeking novelty, openness]

CURIOSITY

[Interest, seeking novelty, 
openness]

Activation cue:

Power-up effect:

Roleplay instruction: 

Inner desire to explore, ask questions, 
discover new realities, and understand 
how people and things work.

Discover!

Coming up with an open minded 
question in the right time can open a 
brand new angle to look at a situation, 
it can change the course of happenings, 
inspire deeper understanding, even 
move things forward.

Time to poke the situation and explore! 
Step up with a good question.



How to use them
Use a Superpower Card when you want a new angle on a 
situati on. Try out a strength you don’t usually rely on. Noti ce 
what changes when you switch superpowers. There’s no 
right or wrong – only explorati on. You’re not here to play 
perfectly. You’re here to experiment, learn, and grow.

7. Interaction Card

The Interacti on Card gives you the 
power to acti vely shape the scene 
while it’s happening. You can use it 
to pause, shift  directi on, replay a key 
moment, or introduce a new idea. 
Whether you off er advice, switch 
roles, or bring in a fresh superpower, 
this card helps the group co-create 

meaningful turning points in the story. How to apply this 
card is described in detail at ‘Advanced gameplay’ opti ons.

8. Fortune card 

Fortune Cards add unexpected twists 
to the game. They introduce surprise 
events that can suddenly change 
the mood, directi on, or tension of a 
scene. By reacti ng to these twists, you 
practi ce adaptability, creati vity, and 
fl exible problem-solving – just like in 
real life.

HOW TO PLAY

This game is an invitati on to explore who you are, how you 
feel, and how you connect with others. Through imaginati on, 
bold ideas, and moments of improvisati on, you’ll discover 
new ways of thinking, expressing yourself, and supporti ng one 
another. This version can be played in smaller groups, with a 
group of friends, classmates and peers, or with bigger groups 
in workshop setti  ngs. You will also fi nd game variati ons and 
advanced levels in the booklet. We recommend including 
these opti ons if your group already has experience in role 
playing or collaborati ve acti viti es.

We recommend taking a glance at the website link for the 
Mavens of Mindset Cardgame to check background theory 
and adaptati ons for groups with fewer opportuniti es, 
advanced opti ons and best case stories. We invite you to 
explore the potenti al of the game with your friends, peers, 
or parti cipants. Let’s go!

GAMEPLAY FOR SMALLER GROUPS
(Up to 8 players)

Group size: 4-8 parti cipants
Time esti mati on: 75-120 minutes 

Step 0: First-Time Play
When playing for the fi rst ti me, it’s recommended to have 
a Game Master present. The Game Master introduces the 

YOU CAN CHANGE THE 
DIRECTION, YOU CAN IMPACT 

THE OUTCOME!

Interaction card

PAUSE!

Shift direction

Replay

New idea

Offer advice

Switch roles

Add a superpower

Unexpected twist

Fortune Card
UNEXPECTED 

TWISTS

One of the characters 
experiences a sudden physical 
pain.

The situation is interrupted 
— briefly, but enough to shift 
momentum.

Someone nearby overhears 
part of the conversation  
— and you realize it.

A phone rings.

1.

2.

3.

4.

5.

6.

The electricity goes off.

One of the characters starts 
to laugh uncontrollably.

Fortune Card
UNEXPECTED 

TWISTS

14 15
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game and facilitates the process. Once familiar with the 
rules, the group can play independently.

PART 1: Exploration & Reflection

Step 1: Draw a Situation Card (up to 2 minutes)
Place the Situation Cards face down. Each player draws 
one intuitively and reads the situation privately.

Step 2: Self-Reflection (up to 2 minutes/player)
a.) One by one, players read their Situation Card aloud and 
reflect on the following, sharing insights with the group:

•	 What is the core topic or root issue?
•	 How relevant is this in my life right now?
•	 How important is this topic to me at this moment?
•	 Do I identify with A or B? 
•	 Does A or B remind me of anyone in my close 

surroundings?
b.) Emotimeter (2 minutes)
The players set their Emotimeter (a personal perception 
of emotional proximity or engagement with the topic) and 
share this with each other. What is the core topic or root 
issue?

Step 3: Peer dynamics 
(up to 2 minutes/contributor)
The Game Master (or the player whose turn it is) invites 
other players to contribute to the exploration of the 
scenario under discussion by using one of the 3 possible 
Explorer Cards. Contributors receive a SuperPower card 

in recognition of their contribution. Each player takes 
a turn sharing their Situation Card, followed by group 
contributions as described above.

Step 4: Vote for Role Play 
(up to 2 minutes)
The group votes on one of the shared situations to bring 
into Reality Combat (role play). Each player has one vote. 
The situation with the most votes becomes the basis for 
the next phase.

PART 2: Reality Combat (Role Play)

Through playing out a chosen scenario, players can 
creatively transform a challenging situation into a 
supportive learning experience where characters listen to 
and empower each other.
Some players will represent the characters of the 
scenario (A or B), while others will become the active 
audience. These roles will change during reality combat. 
The audience has a very important role to observe 
what happens, especially change, shift, and facilitate 
transformation moments.

•	 Max 3 actors playing at the same time.
•	 One player can take on one of the Explorer roles 

(Expert, Cheerleader, Magician).
•	 Observers can use Interaction or Fortune cards to 

shape the scenario.
•	 If needed, the Game Master or the Facilitator can 

step up to change or facilitate the story.



Step 5: Cast the Scene (up to 5 minutes)
The Game Master invites volunteers to act out the chosen 
situation. Each actor briefly shares how their character 
feels before the scene begins. 
The Game Master defines the stage boundaries and 
indicates where the audience sits or stands.

Step 6: Role Play (up to 5 minutes)
1.) Role play begins with a dramatisation (scenario 
interpretation role-play) of the chosen situation.
2.) The Game Master (or any player actor) can pause the 
action by clapping. This signals an opportunity, allows 
time for reflection, role changes, or scene shifts. Use this 
opportunity to bring forward stuck thinking, to improve 
the exploration of the scene, or to help a player. 

Step 7: Pause & Reflect (up to 5 minutes)
a.) When the Game Master (or any player) pauses the play: 
Each actor reflects: How does my character feel now?
b.) Use the Emotion Escalator as a guide to enhance 
emotional awareness.

Step 8: Exploring perspectives 
In this step, you’ll explore different paths and outcomes 
the situation might take.
This part of the game helps you open your mind, see more 
possibilities, and think more flexibly.
You’ll look at both the good and the tough outcomes –
because both are part of growth.

When you accept that things can go either way and choose 
to face your fears (worst-case scenario), those fears start 
to lose their power. On the other hand, with positive 
visualisation (best-case scenario), hope and optimism can 
take flight.
Acceptance isn’t giving up – it’s learning, levelling up, and 
getting stronger for whatever comes next.

a.) Worst Case Scenario (up to 5 minutes)
The role play continues with bringing the situation 
towards the ‘worst case scenario’. Players can volunteer 
to take the roles. A new set of actors enters the scene, 
or the previously playing actors switch to a new role. It is 
on each and every individual, representing a given role, to 
decide what he/she considers as the worst-case scenario.

After this scene:
•	 Pause and reflect again using the Emotion Escalator. 

(up to 5 minutes)

b.) Best Case Scenario (up to 5 minutes)
A new set of actors (or the same ones in new roles) now 
play out the best-case outcome, as they individually 
interpret it. 

After this scene:
•	 Pause and reflect again using the Emotion Escalator. 

(up to 5 minutes)
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Step 9: Group Debrief (up to 20 minutes)
Engage the whole group in discussion. Go through this 
cycle of questi ons together with the players and the 
audience (if there was):

• What happened in the scene? (Facts. Imaginati ons.)
• How did you feel during the scene (both players and 

audience)? (Feelings, emoti ons.)
• How do you feel now (both players and audience)? 

(Feelings, emoti ons.)
• What is one moment (a word, a sentence or a gesture) 

that captured you most, that you will remember 
later? Why?

• Toward what acti on/plan does this scene moti vate/
inspire you?

• What surprised you?
• What challenged you?
• What inspired you?
• What confused you?
• What felt good?
• What could have improved the situati on?
• What will you take away from this experience?
• What did you learn about yourself?
• About others?
• About the topic/situati on?

Step 10: Closing Ritual (optional)
Create a “Living Statue” – a group tableau representi ng 
the essence of the experience. Everyone parti cipates. 
Take a photo to commemorate the moment.

GAMEPLAY FOR BIGGER GROUPS
(up to 30 players)

Group size: 8-30 parti cipants
Time esti mati on: 70-120 minutes

Step 1: Draw a Scenario Card and discuss 
(up to 2 minutes)
Place the Scenario Cards. Each pair/trio draws one card 
and reads the side that was facing down in the deck. They 
may discuss their understanding of the scenario briefl y.

Step 2: Emotimeter 
(up to 5 minutes)
In  the pairs/trios, the parti cipants refl ect on the following:

• What is the core topic or root issue?
• How relevant is this in my life right now?
• How important is this topic to me at this moment?
• Do I identi fy with A or B? 
• Does A or B remind me of anyone in my close 

surroundings?
Then, the players set their Emoti meter (a personal gauge 
of emoti onal proximity or engagement with the topic) and 
share this with each other. 

Step 3: Explorer roles (up to 10 minutes)
Conti nuing in pairs/trios, players discover the Explorer 
cards, and discuss their scenario:

• What would the Expert say/do about the parti cular 
scenario?
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•	 What would the Cheerleader say/do about the 
particular scenario? 

•	 What would the Magician say/do about the particular 
scenario? 

•	 Could “A” or “B” be the Expert, the Cheerleader or 
the Magician?

•	 Is there an extra character you would add to this 
scenario to involve Expert/Cheerleader/Magician 
roles? 

Step 4: Prepare the Scenarios for Role Play 
(up to 15 minutes)
Set a time limit of 10 minutes for each pair/trio to discuss 
and prepare how they would like to interpret and put on 
stage the scenario from their card. Each scene should take 
no more than 2 minutes. They should decide:

•	 Which player will play “A” and “B”?
•	 Do the players want to include the Expert/

Cheerleader/Magician point of view in their scene? 
How can they do that?

•	 What is the site/scene/physical setting of the scene, 
and how can it be shown in this room?

•	 How will the scene start, who will start with a 
sentence/gesture/move?

•	 How will it end, who will have the last sentence/
gesture/move?

•	 How will the scenario build up to a turning point/
decision and how will the players show emotions and 
thoughts connected?

The facilitator(s) should support the preparation by being 
present, answering questions and approaching seemingly 
stuck or passive pairs/trios.

Step 5: Facilitate the showcase of the prepared 
scenarios (up to 45 minutes)

•	 Set an order of the pairs/trios for the showcase and 
tell each group when it will be their turn. 

•	 Call the pairs/trios on scene and support them to 
create their setting. 

•	 Clap one for starting each scene.
•	 Watch each scene one by one.
•	 After each scene, ask 3 analytical questions:

a.) From the players: How do you feel now? You can 
use the Emotion Escalator for this.
b.) From the audience: In which emotional state had 
each of the characters started and ended the scene?
c.) From the audience: Which of the Explorer roles 
could you recognise? 

Step 6: Group Debrief (20-45 minutes)
Engage the whole group in discussion. You may go through 
this cycle of questions, or some of them, together with 
the players:

•	 How do you feel now? (The Emotion Escalator card 
may support the identification of feelings.)

•	 What surprised you?
•	 What challenged you?
•	 What inspired you?
•	 What confused you?
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• What felt good?
• What is one moment (a word, a sentence or a gesture) 

that captured you most, that you will remember 
later? Why?

• Towards what acti on/plan does this scene moti vate/
inspire you?

• What could improve in this gameplay that would 
engage you bett er?

• What will you take away from this experience?
• What did you learn about yourself?
• What did you learn about others?
• What did you learn about taking care of our well-

being and others’?

Step 7: Closing Ritual (optional)
Create a “Living Exhibiti on” – a tableau in the pairs/trios 
representi ng the essence of the experience. Everyone 
parti cipates, so group installati ons are seen around the 
space. Take a photo to commemorate the moment.

GAME VARIATIONS & ADVANCED LEVELS

1. Strengths Activation: 
Various applications of Superpowers

The 24 Superpower Cards, based on the VIA Character 
Strength Insti tute’s typology, can be used to enrich the 
game experience in several ways. Each card represents 
a character strength, a positi ve, psychologically fulfi lling 
trait or capacity within an individual’s personality – 
refl ected in their thoughts, feelings, and behaviours – that 
promotes the well-being of themselves and others. They 
help players acti vate their strengths, deepen the roleplay, 
and explore supporti ve and empowering acti ons within 
a scenario. Superpowers can be added at the beginning, 
during preparati on, or spontaneously in the middle of a 
scene.

A. Inspirati on Mode – At the beginning of the game
All players draw a Superpower Card that sets the initi al 
atti  tude, energy, or mindset of their character. This helps 
them enter the roleplay with a clear intenti on shaped by 
a specifi c strength.

B. Contributi on Rewards – During pair/trio or group 
explorati on
When a player asks for help using the Interacti on Card, 
they may say: “I’m looking for an Expert/Cheerleader/
Magician… in return for a Superpower.”
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Any peer who contributes insight, encouragement, or 
a creative perspective receives a Superpower Card as 
recognition. The card may be drawn randomly or chosen 
deliberately by the player asking for support.

C. Interaction Card: Pause and Add a superpower!  
– During the acting phase
Audience-activated Superpowers
Non-actors (audience members) can pause the scene 
and hand a Superpower Card to an actor at any moment 
when they feel the strength could meaningfully support 
the situation. The actor immediately integrates the card’s 
activation cue or power-up effect into the scene.
Actor-activated Superpowers
Actors begin the roleplay with one Superpower already 
assigned. They use its activation cue throughout the 
scene to shape their character’s behaviour, choices, and 
emotional responses.

2. Interaction Card

This card type can make the role-play more interactive 
and help to orient the group dynamics in the desired 
way. Through moderated interaction, the exploration and 
learning process can become more effective.

A. Pause and use the Emotion Escalator!
Audience-activated Emotion Escalator
Non-actors (audience members) can pause the scene 
and name an emotion from the Emotion Escalator card 

that they feel the characters could evoke to meaningfully 
support the situation. The actor tries to activate that 
emotion and bring it to the situation to shape the 
interaction and the outcome.
Actor-activated Emotion Escalator
Actors use the Emotion Escalator to define or even to shift 
their character’s feelings in the beginning, in the middle 
and in the end of the scenario. This playful challenge helps 
them notice emotions more clearly and practice staying 
balanced during fast-changing situations.

B. Interaction Card: Replay!
Audience-activated Replay
Non-actors (audience members) can pause the scene 
when it feels stuck and ask the actors to replay the 
situation from a certain, named moment, but with a 
change or shift that may influence words, gestures, 
attitudes or ideas proposed. Visionary cards may be used 
for ideas (best or worst possible outcomes, most likely or 
least likely outcomes of the scenario.)
Actor-activated Replay
Actors can clap for pause when the situation feels stuck 
and use the Replay option, to go back in time and replay 
the situation from a certain, named moment, but with 
a change or shift that may influence words, gestures, 
attitudes or ideas proposed. Visionary cards may be used 
for ideas (best or worst possible outcomes, most likely or 
least likely outcomes of the scenario.)
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C. Interaction Card: Offer advice!
Audience-activated advice
Non-actors (audience members) can pause the scene 
when it feels stuck and offer advice to the actors, using 
the Explorer cards’ perspectives: they can offer advice as 
an ‘expert’, as a ‘cheerleader’, or as a ‘magician’. Actors 
listen to the advice and continue the scene. They might 
include the external perspective into their action. If not, 
debriefing after the roleplay shall analyse how the advice 
influenced the actors.
Actor-activated Expert circle for advices
Expert Circle. The actors on scene pause and ask for 
external advice: “I need help with… (e.g. setting boundaries 
/ handling pressure).” 2-3 non-actor volunteers step out 
as “experts” and give one concrete suggestion each. The 
actor chooses one suggestion to try out in the scene and 
plays it immediately.

D. Interaction Card: Pause and switch roles! 
Non-actors (audience members) can pause the scene 
when it feels stuck and propose for the actors to switch 
roles. This might trigger new ideas and new solutions. 
Alternatively, the audience member can offer to step in 
the scene and switch roles with one of the actors, who 
then becomes an audience member. More alternatives:

•	 Simple swap: If the scenario is getting stuck or too 
tense, a non-actor participant may use the Interaction 
Card to trigger a role swap among the actors on stage.

•	 Volunteer swap: If the actors are getting tired or run 
out of ideas, they can also ask for a replacement and 

hand over their role to a volunteer from the audience.
•	 Chain swap: Role swap can also be played as a chain: 

each member of the group has 30 seconds to step 
into Character A’s or B’s role. Every 30 seconds, the 
facilitator pauses the scene and the next participant 
in line chooses which character they want to replace 
before the story continues.

E.  Introduce an unexpected twist from the Fortune card!
This card type enhances the power skills of flexibility, 
resilience and adaptation. It trains players to regulate 
emotions during change and to face uncertainty or the 
unexpected as a natural part of life, with a growth mindset.
Non-actors (audience members) can pause the scene when 
it feels too easy or light, and propose an unexpected twist 
from the fortune card. This can be chosen intentionally, or 
rolled with a dice.
The actors need to bring the chosen twist into the scene 
immediately and find a way to include it, not losing the 
focus of the situation, but spicing up the atmosphere with 
advanced challenges.

The game ends here, but the learning doesn’t. Carry the 
questions, courage, and connections into everyday life.

More about the project, the partnership and guidance for 
facilitators for the Mavens of Mindset Cardgame, Image 
Gallery and other useful tools:

https://www.worldhappinesslessons.com/maomi/
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